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Abstract 
The main aim of this article is to analyze the use of smartphones by a selected group of users. In this paper the author presented 
the characteristics of the users of smartphones and their opinion on the quantity and conditions of their usage (the quality of 
applications and the convenience of using websites with mobile applications). The author discussed the obtained findings and the 
conclusions were drawn from the current research 
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1. Introduction 
The development of information technology, especially mobile devices and services, is undoubtedly one of the 
most important elements of applied informatics now. There are many articles in the field4, 14, 17. They can be divided 
into two groups: the first - comprising mainly marketing and statistical data5, the second - study various aspects of 
the development of this technology, e.g. the quality (usability, accessibility etc.) of websites distributing mobile 
devices and mobile applications1, 2, 3. Sometimes the articles contain only technical parameters of mobile devices 
and/or some of the historical implications of the situation on the market. The market of the mobile devices and 
applications distribution is still new and rapidly growing every year. So, it means that the analysis done before the 
last year or two years ago, may be a little out of date. But I think the real revolution in the field of mobile devices 
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and services started in 2013, with mass production and use of mobile applications. So, before making extensive 
research, we should first of all recognize the situation in the field. 
The main aim of this article is to analyze the use of smartphones from the point of view of the customer in 
Poland in the end of 2014. The market is still new, very dynamic and supplied with a suite of mobile applications 
available for customers. The development strategies of the market are still unspecified and the final size and scope 
of its use remain unknown. 
The Internet and mobile telephony are still regarded as new technology (with market penetration exceeding 
147%7) which changed the business environment allowing many market participants to reach clients and 
communicate with them almost without any costs5. Social networks15, mobile operators and mobile phone 
manufacturers are new players in the market which control access to information about their customers through their 
operating systems (e.g. Apple’s iOS, Google’s Android, Windows) and access to application mobile stores (App 
Store, Google Play, Windows Phone Store). 
Mobile software/application is understood as software functioning on various operating platforms, created with 
multiple programming languages and used on mobile devices, mainly mobile phones, palmtops, smartphones and 
tablets. Dividing by the purpose and manner of using the device, we distinguish the following software:  
independent applications (independent and specialized, for devices without the necessity of accessing the Internet); 
internet applications (mobile websites); streaming/client applications (users request access to the server content via 
the Internet) and computer games (of all kinds). 
The true market of modern mobile applications – closely connected with the production of devices using them – 
started functioning in 2008 – a year after the release of the first iPhone. Apple launched the App Store service which 
extended the functionality of iTunes Store (since 2003 cheap purchases of music online9, including the releases 
exclusive for the website) with the possibility of purchasing applications. The applications could be installed on 
iPod Touch (the most popular music player at the time). Third-party developers could place their software in App 
Store in return for the commission on their sale. Lack of keyboard in iPhone and the innovative multi-touch 
interface operated with a finger or gestures, allowed for creating new quality connected with an entirely different 
mode of operation and design than in the case of the devices used previously. Launching the App Store resulted in 
the fact that Apple has already had a complete ecosystem of mobile services, which allowed for obtaining the 
income not only from the sales of devices, but also from the delivery of their digital content. In parallel, Apple’s 
competitors were active in the market. From November 2007 Google has started cooperation with mobile industry 
companies (producers of HTC, Sony or Samsung devices), mobile operators in the USA and producers of 
processors. The goal of the consortium was to create the environment for mobile PDA devices and smartphones. 
The first product of the consortium was Android operating system, based on the Linux system. The first smartphone 
with Android system was HTC Dream whose launch took place in October 2008. Since then other producers started 
more and more frequently reach for this operating system for their devices, which was fuelled by Google policy, 
which widely promoted their system, and the fact that the system is open to modifications. Microsoft was the third 
rival in the market, as initially the company did not see the development opportunities of this market. They appeared 
with its Windows Phone system in the market relatively late (basically only after 2010). The system took its final 
form in 2012 when the eighth version of Windows Phone was released (together with Windows 8 PC). The version 
designed for smartphones has enhanced functionality as compared to the software designed for computers. In order 
to promote the new system, Windows Phone established cooperation with Finnish Nokia, which was responsible for 
manufacturing devices. At that time the producer had problems caused by the use of the Symbian smartphone 
operating system, which was no longer competitive. Owing to Windows Phone, Nokia, which provided good quality 
hardware, could offer their clients smartphones which stood out among competitive products. The first smartphones 
of the Lumia series with new mobile Windows system were marketed in 2011, but they were not able to save Nokia, 
and in 2013 Microsoft bought the unit responsible for the production of smartphones. Windows Phone system is 
available for smartphone producers for a small license fee. Although lower popularity of the system does not 
guarantee quick success, growing competition among Android devices has led the industry to look for alternatives.  
At present there are two main players offering smartphones operating systems: Android and iOS. Despite the 
Microsoft’s efforts, Windows Phone still does not play such an important role in the market, and at present the 
remaining systems are of minor, niche character. On the basis of the data of IDC agency, in the second quarter of 
2014 the market of smartphones increased by 25% in relation to the second quarter of last year and it was a record 
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value in terms of quantity of produced devices. For the first time in the history their quantity amounted to over 300 
million10.  
Android system strengthens its domination in the world market of smartphones with over 255 million of 
produced units, which comprises nearly 85% share of the market (usually inexpensive devices: below 200 dollars 
per unit). The market share of iOS in the second quarter of 2014 decreased from 13% to 11.7% in comparison to the 
second quarter of last year. Probably, this is due to the increased demand for cheap smartphones, where Apple does 
not have much to offer at present. Despite the promotion of iPhone 4S as a cheaper version of the device, it is still 
out of reach for the majority of clients. However, the sales do not decrease, and from October 2014 (launch of 
iPhone 6) they are gradually increasing. Windows Phone system, despite the increased shipments, still lags behind 
the market. In the second quarter of 2014 7.4 million smartphones were produced with this system, still, the 
production of smartphones with Android system is increasing much faster. In effect, the market share of Windows 
Phone decreased in the second quarter of 2014 from 3.4% (in the second quarter of last year) to the present level of 
2.5%. The sale of this system is based mainly on Nokia devices. If Microsoft does not persuade other producers to 
use their system, it will be difficult for the company to compete with bigger rivals. Taking into consideration 
smartphones producers, Samsung takes the dominating position in the market - 24% of the market (decrease of 7% 
since 2013); Apple – 11.7% of market share; Huawei – 6.7%, Lenovo 5.2% and LG – 4.8%. The remaining 
producers take 46.7% of the market – the participation of Chinese brands: Xioami, Coolpad, Oppo, or Indian brands: 
Micromax is on the increase (they offer smartphones of increasing quality at much lower costs). In the markets 
where consumers care more about the price than the brand, the new brands appear to be more attractive than the 
offers of the companies functioning in the sector for many years, for instance, Sony or HTC.  
Together with the development of mobile devices and operating systems, allowing for modern, easy, fast and 
pleasant touchscreen interface, we could observe the development of shops with mobile applications strengthening 
the position of the companies leading the market.  
At present, the market of mobile applications in the EU employs about 1.8 million people, including 1 million 
software developers and 800 thousand of marketing staff. The income of the sector in 2014 in this region may 
amount to 17.5 billion euro. It is believed that by 2018 the number of employees will increase to about 4.8 million, 
and the revenues will reach the forecasted level of 63 billion euro8. The increase is caused mainly by greater 
popularity of mobile applications. As emphasized by experts, the availability and low cost of use (many are free of 
charge) of this type of products play an important role in the process. According to Gartner’s data, only in 2013, 102 
billion mobile applications were downloaded all over the world. Free applications constitute over 60% of all App 
Store and 80% of Google Play applications. It is estimated that in 2017 both platforms will be responsible for 90% 
of the total number of application downloads13. The value of the mobile market in Poland, only this year, will 
increase by 113% and will reach the level of one billion zlotys, and in 2015 up to 2.5 billion. Last month around 11 
million Poles used the Internet by means of a smartphone or a tablet, and nearly 5 million bought a product, a 
service or application by means of such a device. Moreover, every third e-shop adapted its offer to the needs of 
mobile users. However, only 5.3% of Polish companies have a mobile version of its website6. So – still as much as 
76% of internet shops do not provide – so far – access with mobile devices. Whereas the judgment saying that 31% 
of Polish people have smartphones should be treated as underestimation. We cannot forget that it is estimated that 
people owning tablets constitute 11% of the population11. All the above data demonstrate the high potential and 
diversity of the dynamic market of smartphones and related services. This justifies – it appears – sufficiently, the 
interest in the analyses of this market. More so that, at the same time, in the market there appear many myths and 
popular opinions concerning the market, for instance: …all young people have smartphones, no one buys 
applications, most men use smartphones etc… (based on the opinions of surveyed users), connected with this field, 
which by way of research may be confirmed or refuted.  
Therefore, the author has undertaken the research, whose main objective is to analyze the market and conditions 
for the use of mobile applications. The findings presented in this article are a brief report of the first stage of the 
research concerning the use of smartphones with a selected group of users in Poland. 
2. The assumptions of the research methodology 
Due to limited and fragmentary research concerning the sphere of the mobile market both in the domestic and 
foreign literature, the studies were based on the author’s own approach which comprises the following steps: 
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x The analysis of a selected group of smartphone users on the basis of the quantitative and qualitative survey: 
specifying the operating system used on the customer’s smartphone and its features; the time of use of a mobile 
device; the number of applications used; the frequency of use of external applications; a possibility of selecting 
external applications; subjective evaluation of the quality of applications; the convenience of using the website 
distributing and selling mobile applications; payment methods and the fees and the use of subscription payments 
x Identification of the most important criteria for the evaluation of websites distributing mobile applications, on 
the basis of survey response, and their expansion into sub-criteria 
x Comparative analysis of websites with mobile applications by means of the scoring method. 
 
The article presents the results of the first stage of the research. The studies were conducted in the end of 
November 2014. The selection of the research sample was not accidental, but rather dictated by convenience, the 
participants of the survey were students of B.A., B.Sc., M.A. and postgraduate programs, of both full-time and part-
time studies as well as administrative staff of selected Warsaw universities (Warsaw University and Vistula 
University (Akademia Finansów i Biznesu Vistula)). The surveys were distributed first by email, later also directly 
to respondents (greater response reaching almost 100%).  
There were certain expected limitations concerning the selected sample group, namely, a high proportion of 
people owning smartphones, not necessarily of high quality, but used for a longer period of time; a small number of 
company smartphones and a lower number of purchased applications. The survey was filled in by 314 people. 
Slightly less than 10% of survey participants did not have and did not use a smartphone. Only 5% of people had 
company smartphones. Almost 73% of respondents used a smartphone for over 2 years. Among the participants 
there were 62.7% of women and 37.3% of men. The largest number of people – over 69% were aged 18-25 – typical 
for the group of B.A. and B.Sc. students, mainly with secondary education (68.8%) and 15% were aged 26-35, 
which is characteristic for full-time M.A. students and part-time B.A., B.Sc. and M.A. students. Over 15% of 
respondents were aged over 35 (majority of B.A., postgraduate students and administrative staff). In the survey 
8.9% of respondents marked education at B.A. level, and  22.3% of respondents declared having higher education 
(postgraduate studies and administrative staff). Over 44% of survey participants declared originally living in cities 
with over 500 thousand residents, almost 15% from cities with 100-500 thousand of inhabitants, 22% from towns 
with 10-100 thousand residents, nearly 3% from towns up to 10 thousand inhabitants, and 15.7% from villages. The 
simplicity of the survey did not cause any distortions in the responses, few respondents (11 participants) filled in the 
section with opinions on the use of mobile devices and applications.  
3. The analysis of the obtained findings and discussion  
As noted in the previous part of this paper in the survey, in the first place the authors specified the kind of the 
operating system in the smartphone which the respondents used. This also accounted for the identification of the 
possibility to access certain mobile applications. The structure of all obtained findings was as follows: the users of 
Android system accounted for 53.2% of all users, the users of iOS system constituted less than a half of the Android 
share (21.3%), and the number of users of Windows Phone was three and a half times smaller (14%). The users of 
other systems (BlackBerry OS, Bada, Firefox OS) accounted for only 1.6% of all participants. A relatively high 
position of Windows Phone, which functions on the market for a short time, is the result of a strong position of 
Windows system in Poland and its attractive price (in the 3rd quarter of 2013 the sales of devices with Windows 
Phone system in Poland was larger than iPhones12)– also for students. Among the people who used the Android 
system the greatest number of users was aged 18-25.  
As far as the criterion of the time of use of touchscreen smartphone is concerned, almost 50% used their 
smartphone for over 3 years, 24.4% between 2-3 years, 16.6% between 1-2 years, and only 10.6% for less than a 
year. The data confirmed the view that the longer we use the smartphone, the greater the possibility of buying new 
applications – those owners who had their smartphone for the longest time most frequently declared the purchase of 
applications. There was no significant variation by gender – almost the same number of women and men were in the 
first group of people owning their smartphones for the longest time i.e. over three years. The difference in the 
second group of users was in favor of men; in the last one the final proportions were reversed. The people who use 
their smartphones for a longer period of time know and appreciate its features. In general, the longer they use their 
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smartphone, the greater the number of applications they have installed, and the software replaces, among others, 
other internet portals. Various uses of smartphone require a wide range of mobile software.  
In the analysis, the fact that the smartphone is the property of the company usually also represents the limited 
need of purchasing applications. It has been confirmed by the small group of respondents (5%) who held company 
smartphones. The vast prevalence of privately-owned smartphones resulted from the selection of the research 
sample and the structure of the type of studies attended by the students – majority of respondents were students of 
the first degree programs.  
The next analyzed feature of the smartphone user was the intensity of the use of the device (calculated with the 
number of running applications) – divided into basic operating systems – which later facilitates the analyses of 
shops selling mobile applications (Fig. 1.).  
The most popular ranges of the quantity of applications used by customers were, on average, the ranges of 4-10 
mobile applications – they accumulated as many as 52% of respondents. Only 11% of users used from 1 to 3 
applications. In the 18% group of respondents who declared using over 20 applications, almost 70% were men. In 
the group of respondents using from 11 to 20 applications they comprised nearly 55% share, while in the group 
using 1-3 applications only up to 15%. The dominant with smartphones with Android system smartphones was the 
use of 7-10 applications (30.8%), with iOS system over 20 applications, and with Windows 7-10 applications. The 
good result of smartphones with Android system was caused by a huge number of applications functioning in this 
system on the market (1 million 380 thousand), including the greatest number of free applications (Linux).  IPhones 
are mostly designed for wealthier customers, and the applications produced for them are often sold on a commercial 
basis. However, the choice of the applications available on this system is almost as large (1 million 350 thousand). 
The youngest system, Windows Phone, slowly makes up for the distance in relation to its rivals – it has around 350 
thousand applications. It is clear, however, that the disparity is still very high. 
 
 
Fig. 1. The intensity of use of smartphones (the average number of regularly used applications). 
One of the most important, examined features was the frequency of using third-party applications installed on the 
smartphone (globally and divided into different kinds of the operating systems). There were three possible 
responses: “I don’t install it”, “rarely” and “often”. On average, the first option was selected by only 7% of users, 
but it could also mean that they buy the device with already installed applications and – especially at the beginning 
of use – they do not feel the need to extend their functionality. Such a situation occurs frequently among iPhone 
users. Only 1.5% of the group reported such an option. Users of Android and Windows Phone systems behave 
differently. The latter is a relatively young system, which has not developed its universal software tool base yet. Its 
users less frequently, than the users of the hardware with Android system, chose the response “I don’t install” any 
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additional applications/games. It may suggest that Windows does not provide all functionalities immediately after 
installation. The users of Windows system, who were not interested in searching the app store, instead of the first 
group, accumulated in the second group, and probably they install the tools which they need when starting work 
with their smartphone. The replies “often” concerning the installation of external applications were most frequently 
given by the users of devices with iOS system (28.4%), and in the remaining systems they were shaped at the level 
of 23%. The criterion concerning the number of available applications from the user’s point of view allowed for a 
wide, six-point range response. 
The iPhone users evaluated the availability of the applications highly, and up to 47.8% answered that the choice 
is very wide. Next 32.2% of the survey participants chose an option of a “high” availability, which in total amounts 
to almost 80% of the surveyed users of the devices with this system. 11.9% of responses were in the category of 
“medium”, and 1.7% - “low”. It is the best score in the categories of operating systems, which shows that the offer 
of smartphones with the iOS operating system is more adjusted to users’ expectations.  
For owners of smartphones with Android operating system the satisfaction with their availability was not that 
high (9% lower than iPhone), nevertheless 38.2% of users placed them at the level of “very high”, and the option of 
“high” availability was selected by 29.4%. In total, both these categories constituted 12.3 percentage points less than 
in the case of iOS. Unlike the previous case, there were also opinions that the selection of applications is too narrow. 
With a large number of applications for Android system available in the market, it could be caused by the fact that 
for old or low end smartphones, the number of available applications could be much lower (incompatibility).  
In respondents’ view, the availability of the Windows Phone applications was seen as slightly worse. 63.2% of 
users evaluated it as “very high” or “high”. The selection of the option “low” or “very low” was indicated by 10.2% 
people. The response “medium” availability was pointed out by 14.3% of the participants, which is an average level 
compared to the competition. The obtained findings were the result of a low, but increasing quality of quickly 
designed (in order to catch up with the competition) applications, less barriers for their placement in the online store, 
the impact of the generally available number of applications on the clients’ opinions concerning their availability 
and the intensity of advertising campaigns in the media using the system (Fig. 2.) 
 
 
Fig.2. The availability of the applications from the point of view of the user. 
The next examined feature was the quality of the application used on the smartphone. Similarly to the previous 
case, the user had a choice of six options: “very good”, “good” with poorer programs, “generally good”, “medium”, 
“poor” and “difficult to assess”.  
The more applications the user has installed, the better generally perceived the quality of applications. We may 
conclude that the installation of the application, which requires frequent visits to the store, shows the users how wide 
the selection is. On the other hand, those who believe that there are too many applications still find something 
interesting and they wish to install more software. However, at the same time it can be seen that a large number of 
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more advanced smartphone users (with the experience of using the device for a longer period of time) claiming that 
there are many applications available points to the fact that sometimes, with time, the users begin to realize the 
opportunities which the application store offers.  
As far as the evaluation of the quality of software available on smartphones is concerned,  the participants of the 
survey generally gave positive opinions on the quality of software available in shops – on average, over 82% 
indicated the options: “very good” , “good” and “generally good” with only  7.3% of “I don’t know” replies. Only 
10.4% of people expressed a negative or neutral opinion. 
 
 
Fig. 3. The quality of mobile applications in the users’ opinions. 
As can be seen (Fig.3), the iPhone users have the best opinions on the quality of the application available for 
their smartphone – as many as 27.3% of respondents think that their applications are very good.  That is an average 
of 2-3 times more than their competitors. The greatest number of negative opinions concerned Windows Phone, 
where 18% of users evaluated the quality of the applications as average or poor (respectively: Android – 9.3%, iOS 
– 3.9%).  
The users also evaluated the convenience of the application store according to a five-point scale: “very 
convenient”, “convenient”, “rather convenient”, “rather inconvenient” and “I don’t use it” . 
Over 77% of respondents rated mobile application stores as good and very good with regard to convenience. 
This result indicates the high quality and performance of the products sold in the store, for which the sales are its 
main source of income. After the period of the race concerning the number of sold applications, which was always 
associated with a temporary deterioration of the quality of products, we may see that two main competitors Android 
and IOS are past this stage. 
In the comparison performed according to the criterion of the type of the operating system, the iOS applications 
may be distinguished with regard to the convenience of use – the respondents positively assessed their user-
friendliness (very good and good in 88.6%). On the other hand, Windows Phone store has a slightly over 60% of 
positive opinions. Mobile devices running on Android do not differ much from iOS: 83% of respondents rated them 
positively in these categories. User-friendliness may depend on the number of installed applications and their types 
and quantities and technological advancement of the device on which they are operated. Therefore, the task faced by 
the Google company may be much more difficult than the competitors’ tasks. In particular, in relation to iPhone 
devices, which are available only in a few versions, and the devices with Microsoft system, as the variants of 
hardware on which Windows Phone may be operated are also limited. Moreover, the survey suggests that people 
who frequently install applications provide higher marks for the convenience of the store. Probably, this results from 
the fact that, on the one hand, they use a particular store out of habit, and on the other hand, it is caused by the fact 
that they are more advanced in terms of using applications and its functionalities.   
The payment charged for mobile applications was evaluated in three categories: “free”, “purchased” and “I don’t 
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download it”.  
Majority of respondents (around 74%) declared they use only free applications offered by the stores. On average, 
over 13% of respondents declared installing applications purchased in e-shops. The vast majority of mobile 
applications available in app stores are free of charge, as their developers draw profits from advertising or sell 
additional features. The findings show that free applications generally meet the essential needs of most users. 
Simultaneously, there are low-paid versions of software, providing the same features as free software, but for 
instance providing better quality software, without adverts which interrupt and inconvenience the user.  
An additional problem connected with the purchase of mobile applications is the forms of payment. Contrary to 
most internet shops, which offer a full range of payment, in application stores the primary method of payment are – 
still not very popular in Poland – credit cards, some debit cards and wire transfers. Alternative methods such as so-
called gift cards (Apple and Google stores) are not very convenient. An interesting element of payment in the 
devices working on Windows Phone is PayPal system.  
The users of iPhone with the score of 21.4% found themselves in the first position with regard to using paid 
applications. There were only 7.6% of respondents buying applications for smartphones with Android system, and 
11.4% with Windows Phone system. The shop with applications running on the iPhone system has a marked 
advantage over the competition, even higher since they are considered to be premium products, purchased by 
wealthy users. The shops generate more frequent purchases of more expensive applications. The business nature of 
this shop is appreciated also by the application developers, which in contrast to open source Android applications, 
are hoping for the highest possible profits.  
As expected, the users with more than three years of experience of using the smartphone use paid applications 
much more frequently than the remaining group of respondents. Firstly, they are accustomed to standard 
applications and start to use new software, which offers a wider selection of available functions. Secondly – they 
may be used (as compatibility allows it) on newer and better devices. Since only 50% of respondents declared that 
they have used their smartphones for over three years, the remaining half can be treated as a group of potential 
customers.  
Among these clients, who declared payments for purchases in mobile stores, in the last six months 36.29% 
declared the lowest fees <20% (6.6% of the total), and 26% over 100 zlotys (4.7% of the total). The subsequent 
26.04% spent 20-50 zlotys. Nevertheless, on average, 81.1% of all respondents have not spent anything because 
they downloaded only free applications.  
In total, the declared expenses are relatively small amounts, but considering the rapidly growing market of 
smartphone users, the turnover in this market starts to gain in importance.  This gives hope for the development of 
app stores in the next few years. Especially that the stores which offer free applications create loyalty among 
customers and the custom of downloading new applications.  
In addition, the author examined whether the existing and potential clients of application stores know and use the 
subscription payments for applications e.g. in portals of distributors of digital content. The applications delivered for 
a subscription fee are a specific compromise between paid and free software. 10.2% of respondents declared using 
applications of such type. Such a business model has many advantages for the producer who secures small but 
regular income from clients. On the other hand, the client does not have to pay too many fees at a time and has 
constant access to the latest versions of software, and the subscription system becomes an equivalent of the 
instalment system. At the same time, when another update appears, it is available to all subscribers, which is 
convenient for the producer who does not need to keep the old versions of software.  
A separate category of the subscription programs are applications providing access to different type of content. 
Recently programs providing access to music are gaining popularity. One of the most popular ones is Spotify which 
has a large group of bands and a collection of their albums which the user may listen to without limitation after 
paying a monthly subscription fee. Recently, Google also marketed a similar kind of service, which suggests that the 
company starts to see the potential of this market. The applications providing access to the latest news are also 
becoming more and more popular. An example may be an application Gazeta.pl on the Polish market which offers 
access to the content provided by Agora. At the same time, some articles of the application are only available to 
customers paying “subscription fees”. A large number of offered mobile applications are a set of different kinds of 
games. Some of them operate on a subscription basis which frequently provides access to additional features during 
playing. 
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4. Conclusions  
A limitation of the study was the selection of a research sample: students turned out to be a group convenient for 
examination because many of them own smartphones and use mobile applications. However, at the same time, they 
do not have sufficient financial means to buy an excessive number of mobile applications in shops – they rather use 
free applications. The selection of a sample group was random; nevertheless, there were almost twice as many 
female participants as male. In total, only one third of the group were respondents with higher education (above 
secondary education level) and the age group other that of 18-25 years. This may have impacted and biased the 
results obtained during the research. 
The consequence resulting from the research is the recognition of the popularity of the use of smartphones and 
mobile applications running on them. The obtained results of the study indicate: 
 
x The state of the use of smartphones in the selected group of users 
x The way of the use of smartphones 
x The relationship of users of mobile applications to quality of mobile applications and convenience of usage of 
the stores with mobile applications 
x The method of payment used for the purchase of mobile applications. 
 
This formed the knowledge about  the mobile domain and allowed to continue research in the area. 
A large number of applications available on the mobile platforms, which are available through the unified 
systems of purchase, create a specific, advanced and quickly developing market. At present, it may be seen that the 
market focuses mainly on the three biggest stores which compete with each other. Still, at the same time a large 
number of mobile applications are created for all system platforms. This way unification of the market occurs. Other 
forms of distribution of applications are of a minor, niche character and they have no influence on the development 
of this market. Another development trend of mobile platforms is the entering of big brands on the Polish market. 
Any established business, regardless of the industry in which it operates, is trying to be present on mobile platforms. 
Tool applications of such companies as Allegro, Skapiec or banks are no longer a rare phenomenon. Another group 
of companies which have recently begun to invest in the market are major studios producing video games (e.g. 
Electronic Arts, 2K Games). The market of mobile entertainment, which used to be the domain of small developers, 
starts to include more and more complex games with increasingly larger budgets. The third trend pointing to the 
strength of the market is the formation of generally recognizable brands that originated on mobile platforms. The 
best example is the Angry Birds brand. It is the name of the game created for the iPhone by Rovio Entertainment. 
Currently, this brand sells toys, board games or even water packaged as a franchised brand. 
As the analysis shows, the market of mobile devices and applications will continue to grow. In the coming years, 
it will be more and more – similarly to other markets in the industry – driven by countries such as India, China or 
Brazil, where people are buying more and more smartphones and will increasingly use mobile application stores. 
The dynamics of the emergence of new, more sophisticated applications will remain at the very high level. The 
reason is, obviously, on the one hand an attractive market; on the other, developing technical possibilities and the 
emergence of better, more efficient and more convenient tools to create mobile applications. 
The presented study is the first stage of extensive research into the Internet websites offering mobile 
applications.  
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